HOW TO Pt AY......... 

MODI in MPLOl 

SPIE LAN LE I TUNG.. 

RESUMEN DELJUEGO 
CO Ml SI G IOC A. ...... 


pflflo 2 
pngti 8 

id It* 14 
pdglhfl 20 
pagLna 26 


iGonami’S © 



KON AMI'S BILLIARDS ©1984 Kona mi 





























































I ifM Quip ft w|! y 

I |i m r ' 1 ||| | i i iih IlY 

■C 1 X I tr| >1 f |t) tlw) 


»ui i imifMjim m m i y«Mjf video monitor are 
MfrftM to 1 1mi n mtiin lion manual of your 
n tii *), ifMtci i ohohc flora. 


O MUM if tut i if Nilujp \ i rliTi i.itiudno w 11 ti the picture side facing you) 



Make sure that your computer is switched OFF, then insert 
the ROM cartridge as shown in the illustration. Make sure that 
the cartridge is inserted all the way in and makes complete con¬ 
tact. 

2. Switch on your computer 

Switch on the TV monitor and tune to the channel which will 
display the computer-generated image. 

This game can be played with optional joysticks. Connect the 
joystick leads to terminals A and B of your computer before you 
begin to play. 
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HOW TO PLAY 


1, This game may be played by either ONE or TWO 
PLAYERS, 

2, You can control the action using either your COMPUTER 
KEYBOARD or a JOYSTICK. 

3, To select the number of players, move the HAND 
INDICATOR by pressing the UP or DOWN cursor keys on 
your computer keyboard or by moving the joystick. 

4, Hit the SPACE bar (or the SHOT button) to start the 
game. 


Use your keyboard or joystick as follows:- 


To strike the ball 



To move the target 


Joystick 


SPEED: - Slow 


- ■ Medium 
- * - Fast, 






Space bar 
(to strike the ball) 


Cursor keys 
l to move the target)„ 






o Score for Player 1 
© Score for Player 2 
© Highest Score 
© Stage Number 
© Number of cue balls remaining 

© Number of strikes still possible with the cue ball on the table* 

e Scoring rate 

© Force of impact 

© Coloured bails pocketed 

© Cue ball fto strike the coloured balls) 

ffi Coloured bails (to be pocketed) 

® Target (the direction of the cue ball) 

Pockets (6 places)* 
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Rules 

The white ball is the cue ball used to hit the coloured balls into 
one of the 6 pockets. 

Move the target using the joystick or keyboard to decide the 
direction of the cue ball, then press the 'shoot' button or space 
bar, at the desired speed. 

If the coloured balls are pocketed in succession, the score is mul¬ 
tiplied by 2,4,8, 16. 

It two coloured balls are pocketed simultaneously the score is 
doubled, and if three balls are pocketed simultaneously the score 
is further doubled. 

At the start of the game, there are three cue balls per player. 

If none of the balls are pocketed after three strikes, you will lose 
one cue ball. 

If the cue ball is pocketed, you will lose one cue ball. 

When you reach a score of 20,000 points, you receive one cue 
ball; and one cue ball for every 50,000 points, after that. 







Score 

The score for pocketing a coloured ball is 
(ball number x 100 x scoring rate). 

Caution 

This product can be used on all M.S.X. standard computers. 

This product must not be put in a hot or humid place. 

This product is manufactured exclusively by the Konami 
Industry Co,, Ltd. 

Copying of this product, in whole, or in part, whether by video or 
sound copy, copy of computer programmes, by photocopying, 
or by any other means, is strictly prohibited without specific per¬ 
mission from the manufacturer, © 1984 Konami 
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